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1. The Story Of Color Dreams Part 1

Sometime in 1988 a man walks into a coffee shop, Diedrich's Coffee, somewhere in America. The man became
a regular at the coffee shop, coming in at 6 am, right when the place opened and ordered cappuccino and a
mexicano, shot of espresso with spices, and he would sit there and read Carlos Castenada books, not much of 
a talker.

At one point he started talking to one of the girls at the coffee shop though. He learned that she was 
an artist and offered her $100 if she would do some work for him. The guy was Dan Lawton, founder of Color
Dreams, and the guy who reverse engineered the NES for Color Dreams. The girl working at the coffee shop was
Nina Bedner, now Nina Stanley.

The $100 was payment for her to come up with a Color Dreams logo and after that little job, Dan Lawton asked
her if she would try making video games. Nina Stanley was an undergraduate in art at Cal State Fullerton, was in
a terrible marriage, and had a son about 3 1/2 years old she had to take care of. 

She accepted the challenge and came to the Color Dreams office where she was equipped with a drawing tool. 
"It was an NES unit with a cable and the pixels had to be laid down and adjusted by manipulating the control 
pad. Mostly had to cycle through the palettes each time you wanted to change a color. It was really miserable!
I lasted a few weeks and told him I just really didn't like this and that I'd rather be a coffee wench!" Nina
Stanley explains in an old interview.

About 6 months later Dan Lawton asked Nina again if she would try again, he was opening an office near where she 
was living and they had just finished developing a proper drawing tool, called NinDraw. "By this time I was divorced
and trying to support a small child, and the idea of making twice as much and not having to do retail anymore was
very appealing! So I tried again, and it was actually kinda fun. There were crazy all nighters and stuff, but I
could bring my son with me (he would play for a while and then sleep under my desk) and I could still go to school.

And she became the famous Color Dreams artist with her last name never written in any game, and was actually the
only in house artist in 3 years at one time. By the way, did you know that her father was Owsley Stanley (Bear),
quite famous in the LSD/Grateful Dead circles? Today she is a lead artist at 3DO and worked on at least three
titles: Battletanx, Battletanx Global Assault, and Army Men: Sarge's Heroes. In May 1990 another person started at
Color Dreams, his name was Vance Kozik and at that time the Color Dreams staff was no more than 10 people, it quickly
grew and had around 60 employees at one time. He was working at a TV station in San Antonio, Texas, when an old 
friend of his said that Vance could get a job at this video game company the friend was working for.

So he became programmers/artist supervisor and was to make sure the games got out in time and the quality was
good. "I did not know how and did not want to manage people... I figured I would get my foot in the door and then
work my way into game design/programming", he tells in an old interview. "As it turned out, my first assignment
was to evaluate Pesterminator and offer suggestions on how to improve it. The game was and is still just awful,
levels were boring, game play was awful, joystick response was choppy, etc. When I wrote up a long list and told my
opinions to the programmers and artists, they wouldn't even turn to look at me. It was a really bad experience.

Vance got tired of bossing people around, he wasn't that kind of guy anyway. He decided to try programming 
instead and met up with Nina Stanley, who was to do graphics for the game Vance should make, and Menace Beach
was born. The skater dude featured in the game was actually modeled after Nina's own son, who was 4 at the time.
Vance Kozik became one of the main programmers at Color Dreams, sort of, working on a lot of titles such as
Pesterminator, did a couple of levels, coding Menace Beach and worked on all the Wisdom Tree titles Bible 
Adventures, King Of Kings, Spiritual Warfare, Exodus, Joshua and Bible Buffet, as well as a few unreleased
ones such as Jericho and the last Color Dreams label game, Hellraiser. He also made all of the music for Super
3D Noah's Ark the only unlicensed SNES game released.

Where's this Kozik guy today you might ask, well most of Color Dreams turned into StarDot, a company that makes
digital web cameras, the other percentage went with Wisdom Tree which was formed as an independent company owning
the rights for the name as well as selling the games. Color Dreams still owns the game rights though. Vance has
gone camera crazy, surely not camera shy, he has created his own "big brother" world by installing 12 or so cameras
all over the StarDot office as well as installing 6 at his own house.

Since I just mentioned the strong rumored Hellraiser game, why not continue down that road a bit and mention
some of the rumored and confirmed about the game. I've tried to get in touch with the ex. Color Dreams workers
again, but it seems that most enjoy the rumors and refuse to even make the smallest comment about the game. But
here's what I've been able to piece together so far: The cartridge, better known as the Super Cartridge, did exist
as a prototype piece of hardware, but no software was ever written for use with it, not even Hellraiser. The game
featured "normal" 8 bit graphics and a few levels were designed, Nina Stanley worked a little bit on the graphics
for the game.

Another semi-famous person working for the unlicensed game company was Phil Mikkelson, who later moved on to work
at American Video Entertainment, also worked on the Hellraiser game, and was the one who designed the titlescreen,
and probably the box art as well. If we take a look at the Super Cartridge again, rumors say that it could show graphics
like a 16 bit system game on the NES, it had a special version MMC chip, short for Memory Manager Controller, that
contained an extra 8 bit processor, called Z80. The crazier rumors suggested that the cartridge used the bottom
connector on the NES system to connect to an unused 8 bit duplicate processor on the NES motherboard.

The rumors aren't that far from the truth though. The cart was engineered during 1990, Color Dreams bought the
Hellraiser rights the same year. The cartridge had a Z80 processor in it running at 2 MIPS (Million Instructions
Per Second), which gave the cartridge 3 times the computational power of the NES console alone. It also had 64k
of RAM (Random Access Memory) on board. This means that the game could store 64 thousand characters of information
independent of the NES console. Another former Color Dreams worker, Jon Valesh, has the following to say about 
Hellraiser and the Super Cartridge: "Well, the Hellraiser game and the mysteries surrounding it seem to have a 
lot of politics or market positioning in them. I was around when the Hellraiser project was first started, and it
seemed a lot different than everybody seems to think it now.

First, the "Super Cartridge." This was a Z80 based computer designed by Dr. Ron Risley M.D., who at the time was 
in med school in San Diego, California. He and Dan Lawton had worked for the same company for a brief period a
few years earlier, and since Ron is a very intelligent person who had been involved in the computer industry
quite heavily. (Mostly in the Mac world, he wrote the some famous share-ware, the front end for the Genie
Online service for the Mac, had a regular column in Macworld, etc.), he was asked to build a coprocessor for the
NES. It did not tap a "second processor" (which to the best of my knowledge didn't exist), but instead used the
fact that the NES used the cartridge ROM as a real time source for graphical data and code. It didn't load the 
program into RAM and run it there, like a PC game or a Playstation does.

The idea was that the parts of the cartridge which were normally ROM aceessed by the Nintendo for displaying graphics 
was RAM in the Super Cartridge, and since the cartridge was in fact a whole computer, a game could bitmap complex
graphics by using the coprocessor to change the contents of the ROM as it was being read by the Nintendo's graphics
chip. (If each time you display a character, it is slightly different, you can have very dynamic sprites and
background objects.) By modifying the code space as the game ran, you could create a far more dynamic game, and since
the Z80 could figure out what part of the game was being played, it could run its own code to further enhance both the
graphics and gameplay. In effect, you would be able to program enemies which were controlled by the Z80, which had bit
mapped sprites, and could have a lot more smarts than would be practical for the CPU in the NES." 
 
Jon Valesh also explains that he did see a working Hellraiser level in action, he also helped test some of the code,
but never saw a version of Hellraiser intended to run on the Super Cartridge. He continues: "There was a fatal flaw 
with the Hellraiser game from Color Dreams. It was the wrong sort of game for that company...and the machine. That
meant it was doomed from the start. Just think about it, "Color Dreams" makes a game about a bloody nightmare? Doesn't
work. The company was being managed by people who had never played a video game and never would, and were not strongly
attached to the western culture which would produce a movie like Hellraiser. To expect them to produce a game which
was gory enough, sick enough, and mean enough to produce it on a Nintendo is even worse."

The rumored $80 price for Hellraiser just isn't true either as the main reason for that price tag would've been
the Super Cartridge. Hellraiser would probably have been very violent, in the Color Dreams type of way, which would
make me laugh today, but a little kid back then would probably have started crying and parents wouldn't have touched
a game pak with Mr. "I will probably cause nightmares" Pinhead himself. It was really simple why Hellraiser never got
anywhere, there was not a lot of potential buyers, most players were kids unlike today where there's a lot of players
aged 20-30, demanding violent videogames. Oh and not forgetting that this was by the time Color Dreams got a call from
above to make Christian games.

From what I've heard, another company picked up the Hellraiser rights when Color Dreams rights expired and its said
that they announced a PC and SNES version of Hellraiser to be released sometime in 1994 or 1995, however I don't
recall any SNES Hellraiser game being announced, and sure haven't seen any PC games either, chances of seeing a
Hellraiser game today is slim, maybe Pinhead gave up, finally. John Valesh also worked on a couple of other games, 
of which 1 was released, before leaving the company. The game released was Operation Secret Storm, which actually
was called "Who's Sane Now" at first. You're this GI guy who has to rescue the world and kill Saddam, the "dicktater"
(inside joke at Color Dreams I guess, cause I don't get it.)

A story was once spread by Jon Valesh himself that the Color Dreams executives were afraid of being bombed by Saddam
by releasing a game such as Operation Secret Storm, however no one else has confirmed the story. Besides OSS he worked
on Pesterminator, while Ken Beckett who originally started making the game was busy making a new NinDraw program for
the PC. Jon Valesh was also the guy behind an unreleased, but said to be packaged and ready to ship game called Happy
Camper, something of a shoot em up. One can only hope that these turn up eventually.

Jon Valesh was also the first one to spread the rumor about a NES clone being made, supposedly in co-operation with
StarDot (Color Dreams) and that the system would include all Color Dreams titles, no Wisdom Tree titles. I thought it
was a joke to begin with, but when the system started to turn up on different online stores, well then it was a reality.
The system also reached US shores under the name "Game Arcade System" and is distributed by Pelican Acessories in
California. I haven't been able to find anyone who could confirm if Color Dreams actually did help make the NES clone,
but I guess they must have sold their games to the company producing the system at least.

Today Jon is working at StarDot along with most of the other old Color Dreams employees. I guess they always have
room for their old buddies there, since its something like 9 years since he left Color Dreams, and didn't start
working at StarDot until somewhere around 2000. Color Dreams created their own low price label, games they felt
didn't belong on the Color Dreams label. When the idea of a low price label was invented, Dan Lawton wanted to find
someone who, as John Valesh puts it, would "really get out there and push the games" to come in. And Dan turned to
another of his old co-workers, who had been working as a customer service manager, his name was Al Bunch. He later
got married and moved to Colorado where he runs a small cafe. The Bunch Games were mostly bought from Sachen in
Taiwan, but a few were also developed in the US, such as the awful Moon Ranger game, developed by Odyseey Software.

Color Dreams wasn't just a little so-called "garage company", they had 60 employees and 2 offices in different 
locations when the company was at its highest. It was founded by Dan Lawton and Eddy Lin along with some strong
Asian investors. The real company, Color Dreams, split with Wisdom Tree somewhere around 1994, and went in different
directions, well Wisdom Tree continued developing and selling christian games, Color Dreams is now known as StarDot,
a company making weird chunky shaped digital cameras, I guess you could say that some got tired of reading the Holy
Bible every night before going to bed.

To me it sounded like they had a lot of fun when making those games, which most people claim are incredibly, yeah
they sure had their share of crap, but they must've sold a great deal of games to pay 60 employees, and games such 
as Captain Comic, Menace Beach, Crystal Mines, Spiritual Warfare sure are games of and ok, maybe even high standard,
if you compare to other games around that time. Not forgetting what Color Dreams did to the history of the Nintendo
Entertainment System, it sure would've been boring without them.
 
2. The Story Of Color Dreams Part 2

There wasn't supposed to be a part 2 of this story, but a few days after I had posted the original article I 
decided to mail a few people, who I wasn't really sure would answer my mail, but they did and actually had some
pretty interesting stuff to add to the story, so here I am again with more from Color Dreams.

One of the people I decided to write a mail, and tell about my Color Dreams story, was Dan Lawton, one of the
founders of Color Dreams and surely someone who had to know something about Hellraiser, I believe its time to
kill all the rumors or verify them as true. Dan Lawton had seen the Hellraiser movie and liked it, so he 
convinced his partners that Color Dreams had to make a game based on the movie, and they bought the rights, 
spending from $35,000 to $50,000 for a few years paying the movie studio.

Dan Lawton knew that the NES didn't have the power he wanted for his Hellraiser, so he hired an engineer, 
Ron Risley, to create a new type of cartridge, the cartridge we all know as the Super Cartridge. The idea
for the cartridge was Lawton's, but Risley designed the thing and wrote the supporting operating environment.
Ron Risley was a pre-med at the time and as he says "I'm not a gamer, and I lost interest once I had the technical
details worked out. The Super Cartridge was a Z80 based system that intercepted the NES processor's ROM AND RAM
accesses to manipulate video in real time. It allowed pixel by pixel manipulation of the screen (NES was character
based) and also supported panning and zooming in "hardware" (actually background software on the zed) as well as
some sprite manipulation."

He was also able to confirm what others claim wasn't supposed to be, that Hellraiser was indeed supposed to be
published on the Super Cartridge, He continues, "As I said, I lost interest in the project after the Super Cart
was actually running. I'm a total geekazoid and don't know squat about gaming, so I'd figured I would probably be
writing brain-damaged games. I assumed that Color Dreams never did anything with the SC, since they never called
with any questions or problems with the design (though Dan could probably have handled all that without my help, it
was a pretty complex piece of hardware and the inevitable production snags should have prompted a call)."

In addition to Ron Risley's statement about Hellraiser was indeed being developed for the Super Cartridge, 
Dan Lawton had the following to say: "I liked the movie, and convinced my partners that it would be great for
a game. But the Nintendo didn't have enough power to do it justice, so we came up with the idea of doubling the
processor power in the Nintendo by adding another processor to the video space. The Nintendo fetches its 
background and sprite images from a seperate memory from the main program memory. Our idea was to share that 
memory with a second microprocessor which could execute and change those video "tiles", without adding to the
overhead on the main Nintendo processor.

The Nintendo had some kind of 6502 as I recall, but its been a while. We put a Z80 with DRAM into the video 
memory, and "dual ported" it so that the Nintendo main processor would be able to access it at the same time.
Finally, we added some extra zip by putting the video color palette registers in the same place, so that the
Z80 could also change these on the fly. The idea was that we could alternate colors between scans of the TV and
increase the effective number of colors on the screen."

But Color Dreams also found out that making a good product didn't really matter, you had to get your products
into the hands of consumers, which means it had to be on the shelves in the stores, a big problem for all
unlicensed companies. Nintendo made it very difficult for anyone without a license to sell their games, there
was a video game shortage at the time and store owners were afraid that if they sold unlicensed games along with
the original licensed products, Nintendo would not ship all of their orders, and video games were where the big
bucks were.

So if no one would be able to buy the game, because stores refused to carry Color Dreams games, there was really
no point in finishing the Hellraiser game, and who knows if they had finished it, it could've driven them out of
business because of low sales. "We couldn't afford to spend about $2 million making a very good game. Even a very
bad game costs about $200,000 to produce. The cartridge worked fine, although I was a bit disappointed by the 
palette register switching effect. You can't alternate colors fast enough, the human eye can catch it. But the
extra processor power was incredible. The entire background could be moving with no extra strain on the little NES
microprocessor. It would have been perfect for a maze oriented game like Hellraiser was planned to be."

By this time the guys behind Color Dreams had discovered what could earn them a good amount of money, let them 
stay in business, and even have enough stores to sell their games: the Christian market. As Dan Lawton puts it,
"The Christian market was atrractive because they didn't have any Nintendo games at all, and didn't give a fig 
about Japanese distribution. In fact, if you told them that Nintendo might be angry about them selling our games,
that made them want to sell them even more. Christian book stores number about 9000 at any given time, and they
all wanted to have our games. That's even more stores than Toys R Us."

About the possibility of a Hellraiser prototype existing, or at least the game files, Dan Lawton said "The 
hardware was done, and the artwork was 20% done, there was no programming. It was a 45 degree down angle view, 
with a maze of stone and walls and pits. So there you have it." I asked him what made him and a few others start
a company making unlicensed NES games, and here what came out of that. "Because we could.", he said. But wouldn't
it have been a lot easier just to get the official license? "No. They charged us $11 for each game cartridge, with
a minimum purchase quantity and 6 months to deliver. We could produce them for $3, make just 100 if we wanted to, and
do it in 2 days. Nintendo had it all set up to drain all the money from companies and give them nothing in return.
It was a really bad deal."

In addition to this, and a follow up on Happy Camper supposedly being complete and ready to ship, but didn't. 
Dan Lawton denied it, no completed games were released. It seems that the first part of the Color Dreams story 
was slightly wrong more than one place, it turns out that Color Dreams and Wisdom Tree never really split into
two companies, here's what Dan Lawton had to say about it. "We didn't break with Wisdom Tree, we just couldn't
afford to make the games anymore. It's very expensive to make them. One of the sales persons decided to continue
selling the old titles and bought the rights to the name. He wasn't really sure who owns the game rights today.
We just had a handshake type deal with her. It hasn't been a big issue. I suspect she can sell the games to the
Christian market, but if we wanted to put the games into something new we could also do that." And StarDot (Color
Dreams) actually did, the NES clone with the 15 Color Dreams games built-in is in fact "licensed by Color Dreams",
they supplied the games.

Here's a little story from Dan to end what he had to say about the whole thing, "We used to jump into Jim's 
convertible and head to Jim Meuer's house in the hills, because he had a swimming pool. Like most programmers,
we lived at the coffee shop. We worked mostly nights, very late. Sometimes we'd work 80 hours per week to finish
something. At one point we hired 5 artists in Mexico to draw games for us, but it turned out that an artist couldn't
really do anything useful unless they worked closely with a programmer." Ron Risley is today a successful doctor and
Dan Lawton, well just like a lot of other Color Dreams employees is working at StarDot Technologies. Eddy Lin,
another of the founders, is selling custom frames for artwork, the company is unknown and I haven't been able to
find him either.

We're not done with Color Dreams at all, even though this was meant as just one article based on some old
interviews and some new information. Part 2 is done and part 3 is actually in the works already, which is an
interview with Dan Burke, one of the first persons to start working at Color Dreams.

3. The Story Of Color Dreams Part 3

Will it ever end? Yes it will, this is the final Color Dreams special I've planned for now, sources have "dried
out", can you actually say that? Anyway its been quite cool talking to the people making Color Dreams good or bad
is up to you to decide. There was something about this company that kinda dragged me into something of an addiction,
I think it was the cool logo, the second one that is.

I just had to know more about this unlicensed company, and now a few years later I've talked to a 
lot of the old employees and learned a great deal about the company, and even the famous Hellraiser,
which is stiil a bit of a mystery, at least finding the art files for it, because that is as far as I
know the only thing that actually exists, if they aren't gone by now, more than one person has now confirmed
that they never bothered coding any of the game. The box art was somewhat finalized for Hellraiser, but never
went into production, however the labels for the cartridges did, rolls with thousands of labels are lying around,
some have been found, some haven't. Since I'm talking about Hellraiser, again, let's continue a little. Dan Burke,
one of the first to start making games for Color Dreams, designed the titlescreen for Hellraiser as well as some minor
additions, the main Hellraiser graphics guy was called Roger Sommerville, who I unfortunately haven't been able to find.

Dan Burke was also the man behind the graphics for another of the better Color Dreams releases, Challenge Of The
Dragon. "The graphics on this were the result of me being more experienced with both art and the tools for making
the Nintendo products. Actually we had proprietary tools when we first started, that is. I had to draw things on
graph paper, pixelate them on paper so I would know how to enter them into the Nintendo development system by Color
Dreams. The way we got the graphics in was via the primitive Nintendo controller. We had to select colors with the
buttons and then scroll, enter pixel, cursor, pixel, cursor pixel, over and over for all the rows of a particular
piece of art. It was quite time consuming, especially for animation. By the time Challenge Of The Dragon rolled around,
we had swank offices in Tustin (this was the first game done there) and I think we got better tools written by Ken
Breckett during the course of this game. Or maybe not, can't remember. I am pretty sure it was during this time or
right during Pesterminator, which I also worked on (Western Exterminator tie-in)."

How Dan Burke ended up at Color Dreams: "I was Art Editor for the Saddleback College Lariat at the time... around 19
or 20 years old. I had my own comic strip, did all the cartoons for the paper and won some awards. I was also working
at a retail art store called Sterling Art, in Irvine. Staff writer Leo Gilreath mentioned that he had met some programmer
in an arcade nearby, and that I might like to meet him. I gave credit to Leo for this awesome opportunity(though I
didn't see it as particularly awesome at the time). I figured it was some hack with big dreams."

"So Leo and I met with Frank Waung, a nice guy and we hit it off great at our meeting place, Round Table Pizza... we
had garlic bread and drinks, thats it. So it turns out that Frank had met with Color Dreams in response to an ad
asking for developers. I became the artist half of the team with Frank, and Leo was going to be the writer but as 
you know, most games didn't have writers, designers maybe, but back in those days, programmers sometimes did everything.
Frank and I met with Color Dreams, told them about our idea to do a game called Drug Czar, which later got changed
to Raid 2020 because of controversy with Toys R Us not liking the original title. Frank and I worked our behinds off 
for around 6 months. I quit my job at Sterling Art, in fact when I told my boss what the opportunity/reason was, he
said he would have fired me if I didn't quit! Ha ha, great guy, ironically I am back in the area where his store
is. Fran quit his job at Unisys (after much hand-wringing, and he had more to lose than I did). We finished our game
on time, and after I had borrowed $400 from Frank's girlfriend, $150 from my Dad's girlfriend and had .053 cents in the 
bank, I got my first royalty check for $10,000! Frank and I both got these. We celebrated and bought some things we
needed, and we knew we were in this industry for good. Basically, I got to know Dan Lawton just by my contacts with the 
company, and Dan and I hit it off as well. Eventually they asked me aboard after I worked freelance for Interplay (a job
I got over a 1200 baud modem!)"

He left by the time Color Dreams decided to go Christian, he was a devout Christian at the time, and did not want to
exploit the Bible. However he and Nina Stanley fell in love while working at Color Dreams. "Yep, I met her while working
on Challenge Of The Dragon (she worked right next to me). I'd be up all night working and she'd come in super early in the
morning, and we had plenty of time to talk and such", so he did help a bit with manual art for the bible games though.
After a while he went to work for THQ where he worked on Super Nintendo games such as Bass Master and The Mask, today
he's working at Blizzard Entertainment, Cinematics department and has become "a singer" launching his own songs on mp3.com
as NukleoN. This may well be the final chapter in my Color Dreams story. I do have a few more details, but none which
could be confirmed by others than the source they came from. Thanks to everyone who showed interst in these articles, and
if you used to work at Color Dreams then feel free to leave a small comment in my mailbox.

4. Wisdom Tree The Spiritual Gamefare

Originally planned to be called "The Story Of Color Dreams Part 4: From Gore To HolyNES." However since there wasn't
much gore in any Color Dreams game, except the unreleased Hellraiser, I decided to go with the more mainstream type
of head line. We're back to 1991, Color Dreams was having trouble selling their NES games, just like any other unli-
censed company creating NES games, because Nintendo was scaring off toy stores and others selling NES games at the
time. A Sunday School teacher, Michael Wilson, noticed that a lot of the kids would come in on the morning half asleep
and talking about the NES games they had been playing the day (night) before, and Michael came up with the idea of
making bible videogames.

Brenda Wilson, who has been the owner of Wisdom Tree since early 1997, says "I am sure the programmers thought it was
a great joke. However, Michael Wilson, who was with the company for the development of Bible Adventures, King Of Kings,
Exodus and Spiritual Warfare, was the serious force behind the concept's origination. The Color Dreams programmers and
engineers, Michael Wilson's Bible knowledge, Nina's art, the sales and marketing team at Wisdom Tree, and Raul and his
production team to create, sell, and manufacture the 250,000 plus units of Bible Adventures. How do you suppose such a
vastly diverse group of people were at the right place, at the right time to produce the only Bible-based cartridge
style arcade games? Being one of the Born Again Christians mentioned in many of your articles, I have my own ideas on
the matter."

Color Dreams was starting to struggle for its life until Wisdom Tree was born, and a whole new videogame market 
opened, making a good buck for the owners and stockholders. Things continued from 1991 to as late as 1996 producing
7 NES games, 4 Genesis games, 1 SNES game, 6 Gameboy games and a huge lot of PC games and educational programs. But
the focus of shareholders, and most of Color Dreams employees, changed as they began developing digital cameras while
still doing limited development on Wisdom Tree titles. "I began to work as a Sales Rep at WT in 1991. I was promoted
to Sales Supervisor. In early 1997 the shareholders were ready to devote all the time and development to the cameras
and shut down the Wisdom Tree division. It was at this time that my husband and I were able to obtain the video game
rights and also the rights to the Wisdom Tree name. Since that time we have continued to sell the WT titles. We have
also added Bible and educational software titles developed by other companies.

A lot of programmers left when Color Dreams switched to making christian videogames, maybe due to the fact that most 
of the people working at Color Dreams were atheists, agnostics, catholic (which some of the sales guys didn't really
think of as christian!), Nina Stanley once told me in an interview. Wisdom Tree still sells all NES, Genesis and SNES
titles from their website, unfortunately, it seems the Gameboy games were made in very limited quantities, which means
all are sold out, except for two Bible cartridges, the most rare of the gameboy lot is probably Spiritual Warfare.

As far as I've been told, all Bible games in the works back then were eventually released, except for one called
Jericho, however it has not been confirmed by anyone else working at Wisdom Tree back then, except Vance Kozik, so
this could have been a working title for Joshua and the Battle Of Jericho. Almost all Wisdom Tree games were based
off old Color Dreams game engines. The engine used for Crystal Mines along with major modifications was used for
Exodus, Joshua and after even further enhancements it was used for Spiritual Warfare and Bible Buffet. The last
Wisdom Tree game to be produced was Sunday Funday, which actually is just Menace Beach with minor changes to the
story and enemies. I have not finished the game yet, but would love to see if Demon Dan survived Menace Beach (heh).
The Sunday Funday cartridge also includes an old unreleased Color Dreams game called Free Fall, but was changed into
Fish Fall for the Sunday Funday cart. Also included is a sing along tune by 4him, a religious group who's music 
really isn't that bad, if you can, try checking out the real version of "The Ride" song. Unlike the Color Dreams
games the Wisdom Tree games were released in several game revisions. I'm still quite unsure how many actually exist,
but the following has been confirmed:

Spiritual Warfare v6.0 and v6.1:
Difference unknown.

King of Kings v1.1, v1.3, and v5.0
Version 5.0 features artwork on the cart and box by Nina Stanley, no longer used by
Wisdom Tree. Version 1.3 has a brown label with a guy riding a camel. The version
difference is rather big, but its unknown what caused this major gap in version
numbers.

Bible Adventures v1.2 and v1.3
At least 2 versions of Bible Adventures exist. The first release has a black bird bug
on the 2nd level of Noah's Ark. It couldn't be completed, at least according to Vance Kozik.

Joshua & the Battle Of Jericho v5.0 and v6.0
Unknown what was fixed.

Exodus v4.0
No other versions known to exist.

Sunday Funday
No version number on the titlescreen.

Bible Buffet v6.0
No other versions known to exist.

5. Codemasters, Camerica, Game Genie and More: Cheat Until You're Dizzy

Camerica is probably the best known unlicensed company. Not only did they fight and defeat the mighty Nintendo
empire in their home country, Canada, when the UK company Codemasters developed the Game Genie. The Game Genie
was an adaptor which could be attached to a game cartridge before inserting it into the NES console and would 
allow the user to make the game easier to complete (cheat). Originally the Game Genie was called Power Pak and
was, as mentioned earlier, developed by the UK software developer Codemasters. After a few modifications to the 
Power Pak, as well as the new name for the gadget, it was ready to be released in Canada, well almost.

Because in the US, the San Francisco based manufacturer of the Game Genie, Lewis Galoob, was also ready to release 
the Genie in June 1990, but thanks to a lawsuit from Nintendo, the sale of the Game Genie didn't happen until a year
later when Nintendo had lost the lawsuit. Camerica didn't have much trouble winning in Canada and released the Game
Genie. Their advertisement in videogame magazines said "Thank You Canada". In July 1991 the court gave Galoob the green
light to release the Game Genie. The initial order in the US alone was more than half a million units. A massive
advertising campaign was made for the Christmas sale and the 800,000 units Galoob was able to produce was sold that year.
The year after it was Europe's turn to discover the amazing Game Genie, TV commercials were launched with the words
"take your old NES games out of the closet and play them again with the Game Genie! more power, more lives... Game
Genie!". So the Christmas 1992 sale in Europe had Game Genie written all over it, I even wished one for myself back
then. Initial retail price was around $60.

Earlier Camerica had released various oddities such as the Freedom Connection, a gadget which would make any joypad
or zapper wireless, pretty neat for playing Wild Gunman, I guess. As far as the story goes, Camerica decided to sell their 
Game Genie rights to Galoob, and they once again teamed up with their chums in the United Kingdom, this time to try their
luck at being the publisher of Codemasters latest work, a game with an egg as the main character, also known as Dizzy.
Codemasters completed their first NES game, The Fantastic Adventures Of Dizzy, in September 1990. But due to the fight
Galoob and Codemasters were having in the US, the game was delayed until April 1991. Codemasters and Camerica had hoped
to sell over half a million copies of the game, but it sold only 125,000 even though it was awarded NES Adventure Game
of the Year 1991 by Game Players Magazine and given the coveted Parents Choice Award.

Next game to be released, September 1991 was Firehawk, an updated version of an old Amstrad game called Operation
Gunship. The last game to make it into retail in 1991 was Bignose The Caveman, an odd platform and badly made game
featuring a caveman collecting dogbones, he later appeared in a more original game called Big Nose Freaks Out. But 
1992 became a big year for Codemasters and Camerica, with lots of releases such as the Quattro series of only 3 game
carts, but with 4 games on each cart (Quattro Adventure, Quattro Sports, Quattro Arcade). A new and interesting
character was introduced called Linus Spacehead, bringing a good mix of platform and adventure fun to the Nintendo
Entertainment System in Linus Spacehaead's Cosmic Crusade. The worst of all Codemasters developed NES games also
appeared in 1992, Mig 29. Codemasters got licensed by Galoob, who earlier got the Game Genie, to bring Micro Machines
to the NES, and becoming the best ever Codemasters NES game. All Camerica cartridges were nice and shiny gold or silver
colored.

Still things weren't exactly great for Camerica, who even hired the 1990 Nintendo World Championship winner Thor 
Ackerlund to appear in their ads. Nintendo wasn't too happy about it all, but at least didn't "take away" his title.
"But they didn't really acknowledge me and never wanted anything to do with a world competition again. They lost a lot
of money on the 1990 NWC, the first and last Nintendo World Championships. Their TV broadcast deal fell through, so 
there went a whole lot of their potential profits." Ackerlund says.

The year 1993 came and a big decision was made. Both Codemasters and Camerica wre tired of high production costs, and
the Codemasters research department came up with something new they called "The Aladdin System". The system had two 
parts, a so called master cart which included all the basic things in a Codemasters/Camerica cartridge, and a ROM part
which contained the actual game. The Aladdin System was renamed to the Aladdin Deck Enhancer and prototypes were
finalized. So Codemasters set up a production line for the Aladdin Deck Enhancer and the advetisement of the system
started showing on home shopping channels. 

But Camerica ran out of air, leaving Codemasters in the dust. They were bearing all the production costs for the Aladdin 
Deck Enhancer, and as it didn't sell, at least not in larger quantities, it could be the end of Codemasters as well.
Something had to happen fast. Codemasters had already tried their luck in Europe with a few NES releases of games such
as Fantastic Adventures Of Dizzy and Micro Machines in a so called "plug thru" format, the carts look pretty much
like a Game Genie. But times were rough in 1993, a few Dizzy games quickly got converted to the Sega Master System and
Sega Game Gear and all the NES games were relaunched, but this time in a very cheap run of cartridges in Aladdin Deck
Enhancer form, using EPROMS, and still writing "presented by Camerica" on the titlescreen.

The Aladdin Deck Enhancer idea was scrapped, even though several boxes were made, and compatibility even meant it
could be used on just about any European NES console, instead Codemasters kept silent about the future of the Aladdin
Deck Enhancer, but all "coming soon" games were cancelled, games such as Dream World Pogie, Eon Man, Team Sports
Basketball and Metal Man, games that never saw the light of day, not even as a regular Camerica/Codemasters NES
cartridge. 

6. Codemasters: Europe Unlicensed

Well over the American Game Cartridges Inc article I'm now ready to show you the next project, a Codemasters special.
I've often wondered why no NES site so far has bothered to write anything about Codemasters even though their games
must be considered the most professionally made and best unlicensed games released for the Nintendo Entertainment
System, heck they're even better than most licensed games made. So I've decided to give it a go and made several
contacts with people who should be able to answer my questions along the way, so I hope you enjoy the article, I
promise you it won't be boring... I hope.

Codemasters was founded by the Darling brothers, Richard and David, in October 1986 as a developer and publisher of
computer and video games. They released a great deal of games for the Commodore 64, Amstrad and Spectrum, but by the
late 1980s the market was dying and Codemasters was trying to find new ways to stay in business. Sometime in 1989 a
programmer was asked to make a test game which should run on a Nintendo Entertainment System. While the NES hadn't
caught on in Europe yet, Codemasters had heard how successful it was in America. With a little help from electronic
engineers and two guys known as the "Oliver Twins" a simple version of Treasure Island Dizzy was developed for the NES.
According tho the Oliver Twins, the development kit was very basic and didn't allow much memory or graphics, the Dizzy
game was well received at the Consumer Electronics Show in Las Vegas in 1990.

Codemasters then improved the development kits and wanted two games to start off with and decided that Fantasy World
Dizzy and Grand Prix Simulator, two of their best selling titles, should be converted to the NES according to Oliver
Twins website. Andrew Oliver would be in charge of converting Grand Prix Simulator while Andrew Oliver with a team
of programmers and artists should develop the Dizzy game, which would later be known as The Fantastic Adventures Of
Dizzy, an upgraded Fantasy World Dizzy. Grand Prix Simulator, a game Codemasters had some earlier trouble with Atari
about, thaey claimed it was a Super Sprint rip-off, went unreleased and eventually turned into Micro Machines, which
became one of Codemasters best selling titles. The Oliver Twins actually gave up the royalties on this one, big
mistake!

After the success of the previous Dizzy games, the Oliver Twins were on a mission to create even another Dizzy game
for the Nintendo, with the working title "Wonderland Dizzy". Phillip Oliver says about Wonderland Dizzy "It was a new
adventure but "was inspired by" ideas we'd done on the Atari ST/Amiga. The big thing about it was that a Chesire Cat
kept on appearing and disappearing and gave you clues etc. Obviously there were lots of other "Alice In Wonderland and
Alice Through The Looking Glass" references." 

It was being developed for the Aladdin Deck Enhancer, a gadget Codemasters RD department had made. NES game cartidges 
were expensive to produce, the more complex a game was, the better graphics and sound it had, the more expensive it was
to manufacture. But most games were using a lot of similar components, RAM chip, the lockout chip or disabler as well
as regular circuitry. All this would make the retail price about $30, but Codemasters then got the idea of putting all
the usual stuff that was going into every cartridge into some sort of adapter where the games ROM was then plugged
into. This meant that Codemasters could lower the retail price of a game cart to no more than $12 as it basically was just 
a plastic shell and a single ROM.

Codemasters had already teamed up with a company in Canada to publish their games "over there", in Canada and the US.
Camerica began its operation around 1982, started by David Hardy, as a joystick manufacturer and publisher. They had
earlier been selling various joypads for the NES, all of it from a small American company called Acemore. They were
also the ones bringing the Game Genie Game Enhancer (cheat device) onto the market, another gadget developed by Code-
masters. When bringing the Game Genie to the American market, basically just selling their rights to Galoob, they ran
into a huge legal battle with Nintendo, which Galoob/Camerica won.

Even though Camerica had a huge success as a distributor of Codemasters games in the US, they ran into a lot of 
financial trouble in 1993, just after having signed an agreement with Codemasters to release their Aladdin Deck
Enhancer in the US. Shortly after, Camerica went out of business. But Camerica never really managed to sell any
Aladdin Deck Enhancers, a lot were manufactured, including 6 game paks previously released as "normal carts",
being Fantastic Adventures Of Dizzy, Micro Machines, Big Nose Freaks Out, Quattro Sports, Linus Spacehaead's
Cosmic Crusade and Quattro Adventure. A seventh Aladdin game was made as a pack in with the Deck Enhancer adapter,
Dizzy The Adventurer, a port of Dizzy and the Yolkfolk, which possibly is one of the best NES games ever released.

Well, Codemasters were now in a bit of trouble themselves, bills were rolling in and they were without a publisher
in the US. After an attempt to work as a distributor themselves, they eventually gave up all their unlicensed NES
business in the states, though still releasing a few rereleases in Europe. Earlier European releases of Codemasters
games had been saying Camerica on the titlescreen, but this was changed and the games were rereleased. While Camerica
was using gold colored cartridges in the US, Codemasters actually invented their own system for Europe, called Plug Thru,
even though the Camerica carts featured a switch to make them work on a European console. Later, after the launch of the
Aladdin Deck Enhancer, Codemasters changed the cartridge design to look more like the Aladdin with a cart plugged in.

The Codemasters game revisions are pretty hard to figure out as I've got two of the ones looking like the Aladdin,
one has the upgraded version of Fantastic Adventures Of Dizzy, which includes an updated titlescreen as well as the
game playable in 5 languages. The other one holds the old Camerica release of Fantastic Adventures Of Dizzy, so does
the Plug Thru version. Also the Quattro Sports game was updated, a big V3 is shown on the game select screen, though
its unknown what exactly the upgrade is, could be a fixed Baseball Simulator, something about the innings? sorry I
know absolutely nothing about baseball, but the games still say Camerica even though the upgrade was seen on 
Codemasteres own Super Sports Challenge "black cartridge" version of the game.

But since the Aladdin Deck Enhancer was dead right after its birth, the Oliver Twin's new Dizzy game, Wonderland
Dizzy was never released even though it was completed, Codemasters had no interest in releasing it as a "normal"
game cartridge either since the NES market was as good as gone, and Codemasters didn't feel like losing any more
money, instead Oliver Twins Interactive Studios did, as they had an unsellable game in their hands. Recent attempts
to have the game dumped with help from the Twins have unfortunately been unsuccessful as the box of good from those
days seems to have disappeared, if however they manage to find it, we'll most definitely see a ROM dump made.

Another game in the works was Dreamworld Pogie, advertised on the back of Aladdin Deck Enhancer. Around 1993 
"Colorful, cute platform games were very popular" Oliver Twins wrote on their website, so they decided to create
Dreamworld Pogie, who is more or less known from the Dizzy series. But during the development of Dreamworld Pogie,
Oliver Twins relationship with Codemasters took a downturn and the game was cancelled, only making it into the Alpha
stage of development.

7. Home Entertainment Suppliers: Australia Unlicensed      

During the great days when the Nintendo Entertainment System ruled the video game market the Americans had the
opportunity to purchase cheap games that didn't carry an official license from Nintendo Of America. The business
concerning unlicensed software grew from two companies in 1989, Tengen and Color Dreams, to more than double in 
1990 with companies such as American Game Carts Inc., owned by Sharedata, and American Video Entertainment, owned
by IC manufacturer Macronix. Deep down under in Australia yet another company decided to jump the wagon even though it 
could turn out to become a bumpy ride. The company was called Home Entertainment Suppliers also known as HES and it was 
formed by Mr. Sebastian Giompaolo. HES has since 1984 been supplying Australians with video game products such as Atari 
2600 single game and compilation carts as well as various accessories.

The company is actually still active today and while the mother company, HES itself, only distributes video game
accessories now, a subsidiary called Tru Blue Entertainment was founded in 2003 with distribution of Xbox, Playstation
and PC games in mind. Only a handful of games such as Rugby League, Rugby League 2, and Melbourne Cup Challenge (a horse
race track game of some sort) have been released though, all licensed of course. Anyway HES' entry into the business
of publishing unlicensed Nintendo games was made with help from American Video Entertainment, lead by Richard Frick,
who had been quite successful in buying and publishing low quality titles from a Taiwanese outlet called Thin Chen
Entertainment, probably better known as Sachen Entertainment. The relations to Thin Chen (Sachen) was most likely
provided by another AVE worker, Phil Mikkelson, who had been in charge of publishing several Thin Chen developed
games while he was working at Color Dreams.

The first game published by HES was most likely one of the games AVE had already published, called Pyramid which
is some sort of bad Tetris spin-off that doesn't work very well to give you my opinion. Well to keep production 
costs to a minimum HES acquired some left over boxes, manuals, and cartridge labels from AVE'S production and used 
these for their release of the game. They did however manage to get their own cartridge shell designed as well as a
PCB for the game. While the PRG(program) part of the ROM was written to EPROMs the CHR(graphics) chip is a 256k mass
manufactured chip most likely made by Macronix, just like it is in AVE's release of the game.

I must say that this release of Pyramid is quite funny, not because the game sucks seriously but because the cart and
box says American Video Entertainment and all that has been done to make people see that this is a Home Entertainment
Suppliers release is a small sticker on the box. Another funny thing is that the cartridge label had to be modified
a little to fit the HES cartridge. The PCB is a little messy and looks like it was developed in a hurry and without a
circuit to circumvent the Nin10 lockout system which is used in the Nintendo Entertainment System. This was most likely
done to be able to change the lockout blocker circuit if customers couldn't get the cartridge to work with the NES deck,
it would be cheaper just to replace the lockout circuit and keep the ROMs. This is just a wild guess though, but it makes
some sense in my book as ROM chips were quite expensive back then.

Anyway HES soon got good relations especially to Tengen and released quite a few of their games, RBI Baseball, Pac-Man,
Toobin, Super Sprint and Vindicators, but also adapted their box layout later on after having used hardcase boxes that
look a lot like those used for VHS video cassettes. As HES didn't do any in-house programming of NES games they searched
high and low for games and of course got contacts to Color Dreams as well, releasing their Raid 2020 game. A few more
were planned but didn't make it, as well as Sharedata, releasing two of their games: Chiller and Death Race.

The best relationship was probably with Thin Chen (Sachen) and Bit Corp. Home Entertainment Suppliers actually 
managed to publish a few games for the NES that hadn't been picked up by any coompany in the US, games such as
Duck Maze (aka Duck), Arctic Adventure (aka Penguin & Seal) Little Red Hood (AVE had plans to release this one),
and Othello as well as the most annoying NES game I've ever seen, called Jackpot. Just like the Atari days HES 
decided to bring compilation carts to the Nintendo Entertainment System. They were all released as limited offers
except for the two variations released of American Video Entertainment's Maxi 15 cartridge. Just how limited these
releases were is hard to say, the easiest to find of the 4 limited offers is the Total Funpak while the Funblaster
Pak, Real Player's Pak and Mindblower Pak are a lot harder to stumble upon.

FUNBLASTER PAK features Pipe Mania, Twin Eagle, Metal Fighter & Little Red Hood. Metal Fighter
never saw a release as a single cart by HES, though both Color Dreams & Sachen published the
game for the NES. The rarest of the games on this cart to find as a single game cart is definitely
Pipemania and Twin Eagle, both of these seem to have been released late, if they weren't actually 
the last batch of games along with Soccer (distributed by Magexa).

REAL PLAYER'S PAK features Cosmos Cop, Balloon Monster, Porter, Magic Carpet, Adam & Eve & Bookyman. This
cart is identical to the 6 in 1 release in the US by Caltron and later Myriad who picked up the
remaining cartridge stock from Caltron and released them in new packaging, old wine in new bottles
anyone? The FUNPAK is fairly hard to come by, so good luck.

MINDBLOWER PAK features Math Quiz, Jackpot, Arctic Adventure & Galactic Crusader. While Arctic Adventure
and Jackpot were both released as single game carts, the remaining two games, Galactic Crusader & Math
Quiz supposedly were released as single game carts, though rumors say that both actually do exist, but I
have yet to confirm this with my own eyes.

TOTAL FUNPAK features Pac-Man, Sidewinder, Duck Maze & Othello. This is by far the easiest compilation cart
to find and can be found on Ebay quite frequently. The games included were all released as single game carts.
If I had to say that one of the games is hard to find as a single game release it would be Pac-Man, but its
not impossible to acquire.

At least one single game cartidge was released in limited quantities too. Death Race was only offered to members
of the HES Game Club. What exactly the offer details were is not yet 100% confirmed, but rumors say that 6 dongles
had to be returned to enable you to buy the game for AU$60. Two HES cartridge designs exist, I'm not sure what came 
first and so on, but one of the two designs was actually released in three various designs, being a normal cart with
a so-called HES dongle attached to borrow the Nin10 (lockout)information from an official NES cartridge, one being a
normal cartridge with "no strings attached" (did I just name an Nsync album there? damn!). The third revision is
actually almost like the one just mentioned except for a small change on the edge of the cartridge. It's probably done
to make it easier to pull a HES cartidge out of a NES console that the idea to add a small plastic bar, or whatever you
want to call it, to the edge to secure a better grip.

It seems that this type was used in most, if not all, games released with cardboard boxes, while my Real Player's Pak 
game released in a hardcase doesn't feature the bar for better grip. The other type of HES cartridge used is the Piggyback 
cartridge where the dongle has been built into the actual cartridge. This type was used in all games released as hardcases. 
Existing releases were rereleased with piggyback carts as they were said to have better compatibility but were also a lot 
bulkier than the normal style cartridges or the ones using the dongle.

The idea to use a dongle most likely came from Sachen as some of their carts come with a small port where a ribbon cable
can be attached. One of Sachen's cartridge adapters was actually released with such a ribboncble attached. I think its
safe to conclude that the dongle cartridges were used for the first generation of games even though it goes against my
belief that Pyramid was the first HES release as Pyramid uses a non-dongle cartridge. Well the Piggyback cart was most
likely (definitely) the mid-era cart while the non-dongle cart was late-era. This could also explain why Soccer, 
Pipemania and Twin Eagle are so hard to find, by the time they were released the demand was most likely low and they were
therefore manufactured in low quantities. However it is pure guessing from my part though.

HES games have always been identified by the cool looking videocassette like boxes made of plastic. However later in 
the HES Nintendo publishing lifespan they decided to change to cardboard boxes, a decision most likely made to have 
HES releases look more like official games. Most of the cardboard boxes are extremely hard to find, Below is a as
complete as possible list of HES titles released. The idea with the list is to also uncover how each title was released,
meaning cardboard and or hardcase box, dongle, without or both and so on. Some games came with a printed manual while
others had the manual printed on the inner side of the hardcase cover paper. The cardboard box releases mostly included
a copy of the inlay from a hardcover case as a manual.

I've used a few shortnames in the list and the following is an explanation of them.


B= Black & White Label
T= White Text Label (text only)
R= Red Label
G= Green Label
C- Color Label

Let's get on with the list then....


TITLE						CARTRIDGE		LABEL		BOX	
Arctic Adventure		            Standard    YES      B		Hardcase		Cardboard   YES
                                    Piggyback   YES	   C		Hardcase  YES     Cardboard
                                    Dongle      YES               Hardcase          Cardboard

Chiller                             Standard    YES      C        Hardcase          Cardboard   YES
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Death Race                          Standard                      Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Duck Maze                           Standard    YES      C        Hardcase          Cardboard   YES
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle      YES      C        Hardcase  YES     Cardboard

F15 City War                        Standard    YES      C        Hardcase          Cardboard   YES
                                    Piggyback   YES      C        Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Funblaster Pak                      Standard                      Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Galactic Crusader                   Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Impossible Mission II               Standard    YES               Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard 
                                    Dongle                        Hardcase          Cardboard

Jackpot                             Standard    YES      C        Hardcase          Cardboard   YES
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Little Red Hood                     Standard    YES               Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle      YES      C        Hardcase  YES     Cardboard

Maxi-15 Pack (V1)                   Standard                      Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Maxi-15 Pack (V2)                   Standard                      Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Mindblower Pak                      Standard                      Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Othello                             Standard    YES               Hardcase          Cardboard
                                    Piggyback   YES               Hardcase          Cardboard
                                    Dongle      YES               Hardcase          Cardboard

Pac-Man                             Standard    YES               Hardcase          Cardboard
                                    Piggyback   YES               Hardcase          Cardboard
                                    Dongle      YES               Hardcase          Cardboard

Pipemania                           Standard    YES      T        Hardcase          Cardboard  YES
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Pyramid                             Standard    YES      C        Hardcase          Cardboard  YES
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Raid 2020                           Standard    YES               Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard 
                                    Dongle                        Hardcase          Cardboard

R.B.I. Baseball                     Standard    YES      C        Hardcase          Cardboard  YES
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Real Player's Pak                   Standard    YES      C        Hardcase  YES     Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Sidewinder                          Standard    YES      B        Hardcase          Cardboard  YES
                                    Piggyback   YES      C B      Hardcase  YES     Cardboard  
                                    Dongle      YES      C        Hardcase  YES     Cardboard

Silent Assault                      Standard    YES      C        Hardcase          Cardboard  YES 
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle      YES      C        Hardcase  YES     Cardboard

Soccer (Magexa)                     Standard    YES      T        Hardcase          Cardboard  YES
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Super Sprint                        Standard    YES               Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Toobin                              Standard    YES      C B      Hardcase          Cardboard  YES
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase		Cardboard

Total Funpak                        Standard                      Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase  YES     Cardboard
                                    Dongle                        Hardcase          Cardboard

Twin Eagle                          Standard    YES      T        Hardcase          Cardboard  YES
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Vindicators                         Standard                      Hardcase          Cardboard
                                    Piggyback   YES      C        Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard


Unfortunately not everything HES had in mind for a release actually happened.
Below is a list of games that in one way or another were announced, but has yet
to be discovered or verified to actually exist.

Boom Bang                           Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Gauntlet                            Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Indiana Jones                       Standard                      Hardcase          Cardboard
Temple Of Doom                      Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Math Quiz                           Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Menace Beach                        Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Pings 'N Wolf                       Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Road Runner                         Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

Rolling Thunder                     Standard                      Hardcase          Cardboard
                                    Piggyback                     Hardcase          Cardboard
                                    Dongle                        Hardcase          Cardboard

One HES release recieved an update rather quickly and I believe the stock was removed from the market. The release was 
the Maxi-15 pack and it wasn't really HES' fault that the ROM had to be changed. HES had licensed a compilation cart 
from American Video Entertainment called Maxi Vision, 15 games on one cartridge. Well it turned out that AVE had included
two games in the compilation that they actually didn't have a proper license to use on a so-called multicart. The two
games were Pyramid and Double Strike, both made by Sachen. So the cartridge was revised and the two games were exchanged
with Death Race and Blackjack as well as the game (menu) being altered from a guy with no legs, I guess they were supposed
to be covered by fog in the lower part of the screen. Instead the Maxi 15 logo was shown on the screen.

The most common version of the HES Maxi-15 is what is known as Maxi Vision Version 2(V2), while the Americans are used
to the first version (V1) of the Maxi Vision cart. America did see V2 released in very limited numbers and its a real
rarity. In Australia its the opposite, being V1 which is the most rare. Unfortunately for the Americans its impossible
to tell V1 from V2 from just looking at the cartridge. The Australians however were treated with a different color label
for V2. While V1 has a green label, V2 has a red one. So keep an eye out for those insanely rare green ones!

A few games included a small catalog of HES releases, and some future ones that I had almost forgotten about,
but HES also released an adapter for the NES called Unidapter. As far as I know two versions exist and what it
does is to allow foreign games to be used with an Australian NES deck, be it Asian (Famicom), American or European
NES cartridges. One version of the Unidapter is a piggyback style adapter, where two cartridges piggyback the Unidap-
ter. The other version is a bit of an oddity. Its a normal HES cart with a major dongle and ribbon cable attached. 

8. The Story Of American Video Entertainment

It has been on its way for quite some time now, but now I'm back with another unlicensed company special, or a 
rather a very nice and good update, in my opinion, of an existing special. This is my tribute to a company, and the
people behind it, who have given me a lot of fun moments over the years, both as a collector, but also as a gamer,
with "kick-ass" releases, using one of their own terms, such as Krazy Kreatures and F-15 City War, which happened to
be my first AVE game ever and even one of my very first experiences with unlicensed NES games.

It all happened around 1994, where a small company here in Denmark started selling something they called "NES happy
packs". It was a package of 4 American games, brand new & still shrinkwrapped, and a converter to be able to play
the games on a European NES console. My first package had, as far as I remember, Dragon Spirit (Bandai), Vindicators
(Tengen), F-15 City War (AVE) and Menace Beach (Color Deams). I had never seen an unlicensed game cartridge before and
actually thought the company had sent me carts for another gaming system than the NES. But since all the carts did fit
in my NES, and even worked when I powered the console, I decided I had to know more about these strange carts.

So since those days I've had a special interest in the unlicensed games, most likely because they were very uncommon 
here, they were never really sold "for real" in my part of the world, and the deal about them being unlicensed was very
odd, so odd I just had to get more of these, I think I must have ordered somewhere around 5-8 of these packages before 
the company decided to stop selling them, and eventually went bankrupt. Later on I wanted to find the people who made
these games, as well as why and how. In my years of searching I've managed to find a lot of these people, including the
programmer of my favorite unlicensed game, Menace Beach, and learned a whole lot more about the business back then. 
Anyway let's get started on the American Video Entertainment Special.

It all began in the late 1980s when an American chip manufacturer, Macronix, contacted Nintendo with an offer to do
ROM chip production for Nintendo's NES game carts. But according to Richard Frick, who later became president of a
small company formed by Macronix, called American Video Entertainment: "Nintendo would not approve any manufacturer
of ROMs other than Japanese manufacturers". So in another attempt to get a piece of the cake, Macronix decided to
start offering their ROM chips and a system called NINA (Nintendo Compatible), in no way releated to the Color Dreams
graphic artist of the same name, to companies without an official license from Nintendo. "The problem of upsetting
Nintendo was outweighed by the better profits they (the unlicensed game companies) would get by purchasing Macronix
ROMs and (NINAs), Richard Frick continued. Macronix patented the NINA system and actually recieved an award for the
compatibility in April 1991.

American Video Entertainment was formed around around February 1990 by Macronix, who left 3 guys in charge of the 
small establishment. Their goal was to deliver cheaper Nintendo games to consumers, while still keeping a high game
standard. Richard Frick became president of AVE, as mentionred earlier. Richard came from a company called Share Data,
who later formed a subsidiary called American Game Carts Inc., where he helped make a NES version of the Exidy arcade
game called Chiller. Even earlier he had been working at Atari, and Tengen, for quite some time.

Phil Mikkelson became Art Director and Game Producer at AVE, he had earlier been working in Color Dreams' PR department
and as a part of the group which founded Color Dreams. While working there he also wrote manuals, did some packing and
trade show management, he was also responsible for the Super Cartridge mockup seen in some magazines. He had also been
involved in the making of what never really got off the ground, and still remains a bit of a mystery, a game called
Hellraiser. "As you probably know I met Richard Frick while I was working at Color Dreams. We were about 6 months from 
releasing Captain Comic. Richard was at Atari's Tengen, they had just started shipping their unlicensed NES version of
Pacman and several other titles. Nintendo sued them and got an injunction and recall of products.

The third guy was Fred Hoot, who was Director of Manufacturing & Quality. Fred came from a job at Macronix where he was
Director Of MIS (Management Information Systems). He returned to Macronix after AVE was closed and worked there until
1997. "With a small company we had to wear many hats, so I had also spent a good amount of time playing the games in the
evenings to track down bugs. The Krazy Kreatures game was the most addicting game for me, and I had dreams of those
critters just jumping on the page and the background sounds for months after the game was published, he says. Fred Hoot
was, for a long time the missing jigsaw in the American Video Entertainment puzzle.

To me its a bit funny that Fred Hoot's favorite AVE release is Krazy Kreatures, as this is the most addictive and 
innovative game release by American Video Enterainment, in my opinion at least, not to forget the hilarious boxart. 
The game was invented by Franz Lanzinger, a former Tengen programmer, with additional programming by Dave O' Riva, who
left Tengen along with Lanzinger to form their own company, called Bitmasters. Krazy Kreatures was Lanzinger and O'Riva's
first project away from Tengen and it paid the bills for a few months. Soon after they were contacted to do another game
port, Rampart, to be released by Jaleco, an official Nintendo licensee. After reading this article, Phil Mikkelson 
commented that Krazy Kreatures was his favorite AVE release as well.

Bitmasters had planned a Krazy Kreatures sequel, it was even mentioned when you completed the original game, but they 
never even began designing it, as AVE around that time was getting in trouble with incompatibility as well as the NES
sales were slowing down, so the idea was scrapped, funny why they didn't think of having someone else publish it though.
The chance of seeing a Krazy Kreatures game for a system like the Gameboy Advance is probably unlikely. As far as I was
able to find out, the rights to the game is still owned by Macronix, unless they lost them when American Video Entertain-
ment was closed down, but no one has been able to clarify that issue.

None of the games released by American Video Entertainment were developed in-house and all developers had to do all the
reverse engineering of the NES themselves, at least according to an old interview with Richard Frick. Art Cestaro of
Odyseey Software, who made a few games for American Video Entertainment, seems to remember as he told me AVE actually
did most of the reverse engineering. But Phil Mikkelson could verify that AVE didn't supply any documents or programming
tools for their developers. "We didn't have any dev kits (Color Dreams did). We may have provided to technically help
here and there but AVE didn't have any sort of dev tools".

AVE's first release was Impossible Mission II. Another company called SEI had licensed the game from Epyx and 
originally released the game, but due to licensing problems, the rights for Impossible Mission II were taken away from
SEI. Still that didn't keep them from producing a few thousand more carts, known today as the "white label version", 
before Epyx sold the rights to AVE who rerelased the game. SEI eventually went under and only managed to release one NES
game. A lot of games were developed in the States, but there was also a steady stream of games from Asia, mainly from one
company called Sachen, also known as Thin Chen Enterprises. But other companies such as Idea-Tek, Joyvan (who could be
an early Sachen) and TXE Corp. also supplied games to American Video Entertainment. One of the games developed in the US
was Dudes With Attitude, developed by Michael Crick and his daughter Cam. The game is some sort of a puzzle and in my 
opinion gets quite repetitive after a while. But no matter what my opinion was/is, the title received a sequel a few
years later, called Trolls On Treasure Island, where they managed to make a better game, but not at all in the same league
as the Lanzinger and O'Riva game, Krazy Kreatures.

"I worked for Taito Of America in 1990-91 and designed the NES version of "Indiana Jones and the Last Crusade" so I
got a good working knowledge of the NES. I knew Richard slightly when I was at Microsoft so when I left Taito I cont-
acted him and told him a game I wanted to program and he said go for it. Then later I saw the Trolls craze emerging so 
I suggested we revise it with new levels with Trolls as the players. My daughrer Cam helped me with both the design and
the animation for both these games. She is now at Harvard majoring in Computer Science.

At that time one of Cam's friends was Masayo Arakawa (granddaughter of the head of Nintendo) so the lawsuit was an
embarassment to me. I tried to meditate a few times but the parties were antagonistic. There was a TV segment done on
AVE that would be worth your while tracking down although I have no idea where to start looking for it. These are two
of my favorite games and one day I hope to adapt them to another machine. The timing is so critical that doing it on
the PC would be very hard". Michael Crick wrote in an email a few years ago. He was also responsible for designing and
programming a NES cycling "program" for something called the Compu Trainer.

Another batch of games came from a small company run by Art V. Cestaro III, called Odyseey Software. The Odyseey titles are 
in both ends of the quality scale (please note that this is my opinion), with Deathbots in the bad end of the scale
and Solitaire, Blackjack and Cuestick (unreleased) in the better end. Odyseey also sold a game to Color Dreams called
Moon Ranger, which ended up being released on their low budget Bunch Games label. Sachen was a big player in the 
production of unlicensed NES games, selling games to Color Dreams and American Video Entertainment; Silent Assault (Color
Dreams), Taggin Dragon (Bunch Games/Color Dreams) and Mission Cobra (Color Dreams), Pyramid (AVE) and Double Strike 
(AVE), whose original title was Twin Eagle.

At one point American Game Carts Inc., the Share Data subsisdiary, finished a new game of theirs and even made a few
test runs using their own cartridge format, of which only one has surfaced so far, and may never even have been sold
to retailers. But before AGCI could release the game, American Video Entertainment came along and bought out AGCI and
then releasing the game themselves under the AVE label. If you have no clue of what game I'm taling about, its Wally
Bear & The NO Gang. Originally the game was called "Wally Bear and the Just Say NO Team", but because that was a copy-
righted slogan, the title of the game was changed to Wally Bear and The NO Gang.

Most of the games planned for release at the American Video Entertainment headquarters were released, but a few didn't 
make it, such as Backgammon, Poker, Big Mouth Bass and Cue Stick. Other games were under consideration, such as Little
Red Hood. "Yeah it sucked. We thought about publishing it." Phil Mikkelson said in the interview, and fortunately they
didn't. Another of the games that went unreleased was Cue Stick, whose working title was Pool. "We changed the name 
simply to come up with a better name. Pool was just the working name before we had Byrne. We thought Cue Stick had a 
better chance of becoming a brand than Pool" Phil Mikkelson says. The pool legend Robert Byrne was hired to promote the
game, and it was supposed to be AVE's last NES game, but due to several delays in the development of the game at Odyseey
Software, American Video Entertainment was closed down just as the final beta of the game was compiled.

"Cue Stick actually came out really good. The ball physics were right on. Took a long time to get them right. George
was having problems but we hired a friend of Lane's named Mike Smith. He was really good with math. George and he sat 
down for like 2 weeks to do math, physics and stuff and came up with all the formulas for that. It was amazing. Especia-
lly since the NES 8 bit had like no computing power. Just to calculate the formulas on that thing was amazing let alone
animating the results on the screen." Art Cestaro explained. The Backgammon and Poker games could most likely have been
future project ideas thrown around at Odyseey Software even though no one seems to remember. Big Mouth Bass, another
possible AVE title, stays in the wild as no one remembers anything about that one either, it could have been another Asian
developed game.

The Maxi Vision 30in1 cartridge was seen announced in the Solitaire manual with a release date of June 1992, the small
ad goes like this: Get ready for the most technically advanced, most powerful, most challenging, most excellent video
game cartidge ever made-MAXIVISION. This revolutionary cartidge is jam packed with 30 complete and individual games.
Great games like F15 City War, Deathbots, Soccer, Krazy Kreatures, and many many more. Contact your local video game
store and try out the most powerful 8 bit game cartridge ever. Experience MAXIVISION!! TO BE RELEASED IN JUNE. Another
game which should've been released that same year (July) was Stakk'm, an Idea-Tek title originally called Poke Block, but
it never happened, at least not as a single game cartridge, instead it ended up on the Maxi Vision 15in1.

Well let's stay with the Maxi Vision cartidge a little longer. The original idea for the Maxi Vision cartridge was to
make it a 30 in 1 cartidge as mentioned earlier. American Video Entertainment even had a 30 minute infomercial produced
to promote the Maxi Vision game cart. The infomercial hosts something called "The Maxi Vision Power Video Challenge"
where 3 teams with 2 kids and a "wrestling" coach on each, play different games from the Maxi Vision cartidge. The team 
scoring the most points in one game gets 1st place, and recieves a certain amount of points in the challenge. The whole 
thing was presented by none other than Hulk Hogan and the Video Game Federation, but the president of AVE, Richard Frick, 
was also in the infomercial telling how incredible the Maxi Vision game cart is with its 3D graphics, while he slams his 
hand into the desk to add more power to the intense action going on in the infomercial (grin). The original idea for the
cartridge was to make it gold colored, with a pretty nice white label that has a bit of Action 52 style over it.

The game line up on the Maxi Vision 30in1 (a 24 mega bit cartridge,) is as follows, using the names from the actual 
menu screen and an explanation added if needed: F-15 City War, Puzzle, Pyramid, Tiles Of Fate, Krazy Kreatures, Double
Strike, Dudes w Attitude (Dudes With Attitude), Venice Volleyball (Venice Beach Volleyball), Ultimate Soccer (Ultimate
League Soccer), Deathbots, Rad Racket Tennis (Rad Racket Deluxe Tennis II), Mermaids (Mermaids Of Atlantis), Wally Bear
(Wally Bear & The NO Gang), Menace Beach, Shockwave, Poke Block (Stakk'm... but has Poke Block titlescreen in infomercial!), 
Death Race, Captain Comic, Robo Demons, Neptune Adventure (King Neptune's Adventure), P Radicus (P'radicus Conflict), 
Pesterminator, Castle Of Deceit, Moon Ranger, Challenge Dragon (Challenge Of The Dragon), Solitaire, Secret Scout, Baby 
Boomer, Chiller, Dudes II (Trolls On Treasure Island).

The infomercial was aired only once and recieved a pretty good number of orders according to Richard Frick, even though
the cartridge actually "didn't exist" due to missing licenses. Another few funny bits from the ad is that there's a small
Maxi Vision commercial in it as a break from the intense action in the Power Video Challenge. In the commercial a Maxi
Vision cartridge is shown, but its not the usual shape AVE cart, instead its a gold colored Tengen cartridge. After the
commercial has been shown, Richard Frick is replaced by a guy called Michael Elson, who had his name in Nintendo Power
according to the infomercial host. When he is asked what his favorite game is and it turns out to be Menace Beach because
of "the intense sound, the killer graphics, and crazy characters. The 3D graphics are so intense, I feel like I'm actually
in the game when I play" he says. I too like Menace Beach a lot, but I never felt like I was actually in the game, oh well.

Even though the response to the infomercial was great, the cartridge never came about in its 30in1 format, instead it was
resized to "only" 15 games, the reason was, according to Phil Mikkelson "licensing and manufacturing issues. We didn't
have the rights to all the stuff when we did the infomercial, and as things moved forward it was also cheaper to manufac-
ture a cart with half the memory. I think they actually played the commercial in some markets and they had a good response
on the order but I don't think any product was actually delivered. About 10 gold Maxi Vision 30in1 carts are shown in the
infomercial, unfortunately no one knows what happened to them. Its also said that if you dig into the Maxi Vision 15 rom
code you will still be able to find the Maxi Vision 30 game lineup, I haven't tried this though.

The Maxi Vision 15in1 was released, but again licensing problems stopped the production and sale. It turned out that 
American Video Entertainment was missing a "multicartridge" license for a couple of games, Pyramid & Double Strike,
both owned by Sachen. So American Video Entertainment had to change the games and the replacements were Blackjack &
Death Race, not a bad choice if you ask me, plus the intro for the Maxi Vision was changed a little. This second version 
of the Maxi Vision is quite hard to find in AVE format cartridge, the first version with Pyramid & Double Strike seems to
be the most common version of the two. Both versions were also released in Australia by Home Entertainment Suppliers (HES) 
where the second version with Death Race and Blackjack is the most common.

There should be a good amount of Maxi 15's out there though, Richard Frick told me they once sold 5000 units to Ktel
in Canada, so chances are that there's a few (or lot of) boxes of brand new Maxi 15 carts in a warehouse somewhere in
Canada. To add some spice, and probably hoping for the press to catch on and write about it, American Video Entertainment
did something Nintendo would never do, in fear of the consequences most likely. For their planned series of sports games,
AVE created the "Kick-Ass Sports Series" label, where a donkey gets kicked in the rear end. I'm not sure if it made people
buy their Ultimate League Soccer game, except for the few hoping you would get to kick a donkey's ass in the game?

Phil Mikkelson had the following to add: "In regards to Kick-Ass, as you might know I was always trying to put weird
stuff in the games (swear words, misspelling and odd refrences) and for the most part Richard wanted to play it straight.
In 1992 or whenever we released the Soccer game we were also involved in the Gulf war. There was a point where President
Bush (old Bush not new Bush) said that we were going to kick Saddam's ass. Richard figured if the President of the United
States could say Kick Ass then we could say it on our box. We had considered creating a line of "Kick Ass" sports games,
but as you know AVE died about 6 months or so after we shipped the Ultimate League Soccer game.

Another game released by AVE was originally an "Adult" Famicom game, Bubble Bath Babes, released by Hacker International.
"It was a Bubble Popping/Tetris/Strip/Puzzle game where each time you got 10,000 points you would see one of 6 girls with
and without clothes. To release it in the States (since Americans can't handle tits) we had to replace the 12 images of
girls with something else. We came up with a liner story that unfolded in 12 pictures and we changed the game into a Bubbl-
e/Tetris/Little Mermaid/puzzle game. If you play the game or read the box you'll find that the evil emperor Odnetnin
(Nintendo backwards) has encased all the undersea merpeople's toys (games) in protective bubble (key chip), and makes them
pay a licensing fee to play their own games." Phil Mikkelson continued. The original game also reached American shores 
though. It was released by Panesian, who also released 2 other Adult games, Hot Slots and Peek-A-Boo Poker. Panesian Taiwan
still exists and is today a manufacturer of computer parts.

But the unlicensed NES game business wasn't pink and fluffy if anyoune thought so, and only a few years after the 
birth of the company, American Video Entertainment was going out of business. Even though AVE had good relations with some
of the major retailers such as Toys R Us, Nintendo still managed to make sales of AVE games a nightmare. This was done by
changing the NES lockout chip code, whose exact job was to prevent companies such as AVE from making and selling games for
the Nintendo Entertainment System, at least without a license from Nintendo. But Nintendo also made stores drop their stock
of AVE games by sending out a letter stating that Nintendo wouldn't take any orders from a store if they carried unlicensed
games, and that scared off most retailers as there was good money in video game sales. Nintendo has of course declined that
such letters were ever sent to retailers.

In an interview with a TV program called Frontline, Richard Frick was asked which of the top 20 toy stores at the time 
were carrying AVE games, the answer was "none". "The fear they have of not recieving future products into their stores,
which they very much count on for their profits." and the interviewer carries on "What's the response you get from Toys
R Us?" "Well, they try to be very careful about what they say. They don't want to do anything to get themselves in trouble.
And more than anything else, they just say that we're not a vendor that they can deal with at this point in time". Richard
Frick also told Frontline that he could sell his games for less than $20 and still make a big profit. So just think about
the profits Nintendo made/makes.

After Nintendo had made a few revisions of the lockout chip, AVE launched a large campaign to warn people and tell how
Nintendo secretly changed the NES internals to prevent consumers from being able to buy cheap games, without an official
Nintendo license, and use them in their NES systems. On the boxes they had to make a small note to consumers to warn them
that the AVE game they were about to buy might not work in their NES if it was bought after October 1990, and remove their
"100% compatible" from the box. AVE also gave consumers the option to get their NES modified to play unlicensed NES games
again by calling a number (1-800-HOT-4AVE). Some manuals also had a description of how to modify the NES system to be able
to play unlicensed (AVE) games. As a reward for the trouble, consumers who performed the operation on their NES would get
$10 off any game purchased directly from AVE.

On January 11th 1991 various news sources spread the news that American Video Entertainment had filed suit for $105 
million against Nintendo Of America & Nintendo Of Japan in the US District Court in San Francisco on January 7th. The
charges were Nintendo having an illegal monopoly and changing their machines so that unlicensed cartridges wouldn't work.
Tengen had filed a similar suit in 1988, charging Nintendo with monopoly and that case wasn't closed when AVE filed their
suit.

Computer News Briefs wrote:
SAN FRANCISCO (AP)- In a new legal challenge to Japanese video game giant Nintendo, a U.S. company filed an antitrust
suit on Jan. 7 seeking $105 million in damages. The U.S. District Court suit filed by American Video Entertainment Inc.
alleges that Nintendo Of America Inc. and its parent company Nintendo Of Japan, violated U.S. antitrust laws by using a
secret lock-out system in its game consoles. American Video manufactured cartidges compatible with Nintendo game consoles,
but the lock-out system in the Nintendo machines caused the cartridges to be rejected, the San Jose company's complaint
said. American Video, a subsidiary of Macronix Inc, says Nintendo controls 80 percent of the home video entertainment
market and alleges that it is using its monopoly power to ruin the San Jose company.

American Video also alleges that Nintendo failed to inform buyers that only Nintendo cartridges would play in their
machines. American Video maintains that Nintendo had represented to courts that cartidges made by other companies could
be used in Nintendo consoles. Nintendo spokesman Tom Sarris said the company hadn't been formally served with the suit.
But in a statement, Howard Lincoln, a senior vice president at Nintendo, said "Based on the news we've read, the charges
are baseless, and Nintendo will vigorously defend itself". Another antitrust suit against Nintendo, filed by game maker
Atari, is pending in the same court.

In an interview with NES World, Richard Frick said: "With Nintendo constantly changing the base unit's internal workings,
we could not come up with new compatibility chips fast enough. We would be 100% compatible, and Nintendo would change a
few thousand units and ship them to the US. We could not blame Toys R Us for being uncomfortable selling a cartridge that
may or may not work. The changes Nintendo made violated the antitrust laws of the United States. We hired Joseph Alioto
(the famous and best antitrust lawyer in the United States) and sued Nintendo for antitrust. Unfortunately due to the
judicial appointments made to the federal courts by Ronald Reagan and the changing business "climate" it went from 95%
to 45% we would win. This happened during the three years we litigated the lawsuit.

By the time Richard Frick had made contact to a guy named Dave Ashley, who had invented a Sega Genesis development kit.
Dave had a few unsucessful attempts to sell the kit and had almost given up when Richard Frick would handle the marketing
of the development systems. Sales were great, and they even made a new version of the development system which had 4 mega-
bytes of memory. AVE was thinking of getting into the Genesis business as the NES business was slowly dying, thanks 
to Nintendo and 16-bit systems such as the Genesis being out. "But without sufficient revenue from the Nintendo based
products we could not get into the Sega based units. Dave Ashley would have been our source of development systems for
the Sega", Richard Frick continued in the interview. About a year later AVE was shut down.

The case between American Video Entertainment and Nintendo was settled under a secrecy order. The following explanation
is a secrecy order is taken from the Federation Of American Scientists website: Secrecy orders provide a security 
procedure to prevent technical data contained in a patent application from being disclosed in a manner that would be 
detrimental to the national security. Secrecy orders are imposed by the PTO upon specific recommendation by defense
agencies, including the Army, Navy, Air Force, National Security Agency, Department Of Energy and National Aeronautics
and Space Administration. American Video Entertainment's games also reached Europe, they had distributors in Germany,
France, UK, Austria, and Holland. "The most successful distributor was in Austria. He sold several cases of products",
Richard Frick added. But the sales were still very low, most likely due to no advertisement, a Maxi 15 ad was seen in
Total Magazine around 1992 though. But incompatibility was even worse in Europe, especially in the later production runs,
which of course also had its impact on sales.

9. Active Enterprises: The Search

Active Enterprises LTD... the very name strikes fear into the heart of any gamer that has ever heard of the company,
and today I will reveal exactly who was behind the company, who it was who made these games. First however, I shall
give you a little back story into the search for Active Enterprises. It all started on a pleasant summer afternoon,
making my standard trips into the video game stores I obtained a cartridge of Action 52. Soon after I returned to my
home I began playing the game. I realized how horrible it truly was, but for some reason I kept playing... months
later, I was still playing, and now I was searching for the elusive Active Enterprises.

All information that was readily available to the public was from various NES sites, most filled with little or
no information that was not too helpful in my quest to locate the company. It was at this point that I began 
contacting TRM of the popular NES site "The Warp Zone", he was quite helpful and assisted in my search by providing
any information that he had found. However, that information did not lead to Active as I had hoped it would, so I
was required to do some more searching, and search I did. This searching led me to Far Sight Studios, the company 
who created the Genesis version of Action 52. After sending an e-mail to the company it was quickly responded to by
the first person I located in my search.

Jay Obernolte

Obernolte contacted me back within several minutes of my initial e-mail giving me a phone number to call him at his
work number. At the time this phone call could not be made for various reasons, one of which being that I had no idea
what his connection was to Active or even if he worked on the game. I continued playing the e-mail game, throwing an
excuse out as to why I could not phone him led to another e-mail saying that he was fine with answering any questions
I might ask through e-mail. I asked a few short questions and was quickly given the response of "WHY DO YOU WANT TO 
KNOW THIS?" in all capital letters. Ii explained my position and was anxious to receive another e-mail response from
Mr. Obernolte but I recieved nothing. For several months following I would continue to send him a brief weekly e-mail
hoping for a response but it never came. During this period I continued my work. During this period of time I continued to 
investigate Far Sight Studios, it was quite strange to see such a strange defensive response from a company that was 
thought to have no connection to Active Enterprises other than working on one game and to have had perfectly clean 
business practices... searching Google's usenet archives I came across a post from the summer of 1993 from the second 
person I located in my search. 

Chris Ziomkowski

In his posting Ziomkowski stated that he knew "the guy" working on Action 52 for the Sega Genesis and claimed that
he had played it and knew it was quality work. This posting made me fairly suspicious of Ziomkowski and I did more
research on him, turning up that he in fact had worked for Far Sight Studios and did during this period of time. I
traced him down to a current e-mail adress and sent a message. No response. After sending another message to him I
recieved a response stating that "I am not the Chris Ziomkowski that posted this message to usenet in the summer of
1993, however I do know him. WHY DO YOU WANT TO KNOW THIS?"... yes, he expected me to believe that he just happened
to have an friend sharing the same exact and quite rare name, and also tossed in the old "WHY DO YOU WANT TO KNOW THIS"
for good measure. I sent him a response and as with Jay Obernolte it apparently indicated that I "knew too much" and
I never recieved a response. I continued mailing the response to him in hopes of receiving some information but I never
received anything.

With Far Sight Studios electing to keep their lips tightly sealed I decided to move in a different direction. Knowing
that the United States Government had a freely available patent and trademark server I decided to check for the things
that Active claimed to have trademarked. What I found was that "Action 52" and "Cheetahmen" were registered trademarks
of Active Enterprises. With this information I was able to locate a warehouse address in Nassau, Bahamas[900 Warehouse
(Newington)] this is where they were based shortly before they disappeared off the face of the earth, according to the
U.S. Patent/Trademark office it was their address on 12/21/1993. From here I was ready to search for this warehouse,
after a brief search I found that it is apparently currently used by Society Capital Management Limited and any connection
it may have had to Active Enterprises is now gone.

Nearly ready to give up, I stumbled onto a nice little clue. That being the following wording on a page:

"Active Enterprises LTD : Voice Technologies

Description: Active Enterprises Limited is an international company based in Nassau, Bahamas. We began 
developing innovative products in 1991 when we released the worlds first multigame cartridge for the
Nintendo gaming system. Today we provide high-quality, offshore software development services and Web
design solutions at excellent rates. We specialize in voice controlled applications that feature the
latest in both speech recognition and text to speech technologies. Active Enterprises helps companies
around the world to leverage the power of the Internet by placing highly qualified software programming
specialists, project managers, and analysts at their fingertips."

And guess what? That was as of 2001. Normally people have said that "Active went bankrupt and disappeared...",people 
thought that they had put themselves out of business after releasing Action 52 for the Genesis and the NES, that was
not the case at all. Active Enterprises is still kicking. So why weren't there any other games released? Why the sudden
change? Simple. Far Sight Studios signed an exclusive contract with Sega in 1994 to work on their NFL Football series for
the next couple of years. Far Sight knew how to program on the SNES and the Genesis, Active Enterprises didn't, the NES
was dead by early 1994 (when Cheetahmen II would have been released) and thus Active decided to forget the video game
market and head somewhere else. Beack to the search... the link to their website was down so it was my responsibility to
locate the site. I searched and searched hoping to finally locate something but I couldn't, until I met my final search
result, identifying not only the website, but a name, an adress, and a fax number to go with it. So what did I find?

Drumroll please...

"Active Enterprises, LTD", P.O. Box N-8978 Nassau, New Providence, n/a-
BS     "activenterprises.com", Perri,
Vince, vince@ACTIVENTERPRISES.com,305-559-2900 305-554-9388

What does that mean?

Company Name: Active Eenterprises LTD.
Address: P.O. Box N-8978, Nassau, New Providence, Bahamas
Website ActivEnterprises.com
Name: Vince Perri
E-mail:Vince@ActivEnterprises.com
Phone: 305-559-2900
Fax: 305-554-9388

Then for some reason the phone and fax information repeats itself... don't ask me why. So...

Vince Perri

The idea now was to locate Mr. Perri I quickly found that the phone number and fax information was no longer
pointing to Active Enterprises. Thus I attempted to use the great resource that is Google's usenet archives
and see if Mr. Perri had ever posted. Did I find messages he had posted? Yes, yes I did. Here is the first:

From: Vince Perri (active@ icanect.net)
Subject: H-E-L-P
View: Complete Thread (4 articles)
Original Format
Newsgroups: news.newusers.questions
Date: 1996/08/01

This is my first time sending a news message and I'm not sure how it works. I'm fairly computer literate
having used computers from when the XT's first came out and am familiar with a lot of various software
programs(using DOS or Windows). But this is something new to me. I'm using Netscape Navigator 2.02 and trying 
to figure out how to get to the following address: news.announce.newusers (Subj): "Publicly Accessible Mailing
Lists". Can anyone help me in either getting there, or trying to find various mailing lists. I sell CDR's (recordable
CD-ROM disks for recording audio, video, or computer info on CD-ROM) cheaper then anyone in the country and would
like to find some kind of list so I can make people who are interested in this sort of thing aware of what I'm doing.
Right now there's a real shortage of these things and we have plenty, so in helping myself I can also help others
who need these things. I can be reached at e-mail address: active@icanect.net. Thanks, Vince.

How do I know it's him? Simple, the e-mail address active@icanect.net not only says "Active" in it, but Icanectwas a 
dial-up server in Miami, Florida at the time of this posting. Also notice the standard Active business plan of "Look
how cheap this is!" when he ad vertises the CDRs. Also note that Mr. Perri stated that he used XT computers, that dates
him back far prior to the creation of Active Enterprises LTD. and means that there is no question that he could have had
the knowledge required to create games. He also posted once more on 12/11/1996 in efforts of joining a Warez mailing list.
Another interesting note that I find hilarious considering it's Active Enterprises related is that several users claimed
to be receiving spam e-mails regarding CDRs from active@icanect.net one user even pasted the e-mail which goes as following:

"I just wanted to let you know that even though there's a real shortage of CD/Rs (Recordable CDs) on the market I can get
you all you need, and, at a realistic price. I can get 74 minute 650 mb CD/Rs (QUANTITY-1) FOR $9.00 plus $1.00 for S&H.
Larger quantities cheaper price. If your looking for your own CD writer so you can record your own CDs (or make copies of
others) I have an "INTERNAL" JVC (model XR-W2010) Reader/Write that's a 4x Read and 2x Write complete with multi-platform
authoring software & Media included for only $549. The software is Mac/Win3.x and Win95 compatible. It ALL comes ready to
install. There are QUANTITY DISCOUNTS on ALL of the above!!!!! If your interested in any of the above contact me at active
@icanect.net. Thanks, Vince. PS: We also have "Hard Drives", CPUs & especially RAM chips (4mb/8mb/16mb/32mb) at the lowest
prices around. VISA, MC ,DISCOVER & AMEX accepted or will ship COD (Cash, Cashiers Check or MO)"

It's also interesting to note that e-mail to the icanect.net address is not bounced nor is e-mail to the vince@activ
enterprises.com address. E-mail to both of these addresses has gone cpmpletely unanswered. And essentially that's the
story to date, I don't know what else to state other than I hope Mr. Perri will choose to e-mail me at UltraCrapper7000@
live.net if he sees this as I really want to talk to him. An interesting addition to this story is that I have been
receiving strange instant messages stating "Stop bothering Vinnie". It's hard to say whether that is Active Enterprises
related or simply a coincidence from someone trying to freak me out for whatever reason. There is a Vinnie Perri listed
in the Florida phone listings but this Mr. Perri lives several hours away from Miami where the Vince Perri I am looking
for appears to be based. With that said, if you have any information on Active Enterprises LTD. not featured here, worked
at Active Enterprises, worked or work at Far Sight Studios, and wish to speak to me about Action 52, or just give feedback
on this contact me at UltraCrapper7000@live.net.

10. The Adventure of Odyssey Software: A Lot of Wrong Turns Led to their Downfall

Odyssey Software was one of a handful of American companies with a dream of making Nintendo games. The brain behind
Odyssey Software was a guy called Art Cestaro, based in Boston, a computer game wiz who had been programming games out
of his bedroom for years, until he renamed his own little company, called Northstr Software, to Odyssey Software sometime
in 1990, and the serious business began. The first employee to start working at Odyssey was Lane Waters, who Art had met
at some "sort of" computer club. In the beginning Odyssey Software did some Amiga games, most clones of other games, but 
then Art got the idea of making NES games, which would be sold to other companies, they did no manufacturing themselves.

But that time three more guys, George C. Rucker, Steve Tilton, and Mike Smith, had joined the company. These three guys 
and Art started making what was to become their first NES game, Moon Ranger. I believe Moon Ranger was a game ported to
the NES from the Amiga. It was released in 1990 at Color Dreams low-budget label, Bunch Games. The game had 4 guys in-
volved, Art Cestaro, George C. Rucker, Mike Smith, and Steve Tilton. Odyssey Software then teamed up with American Video
Entertainment to produce a range of games for them. Their first game was Deathbots, a port of Lane Waters Amiga game,
which was released in 1991, ported by Art Cestaro, George C. Rucker, and Mike Smith. In 1992, Odyssey had two more games
ready for American Video Entertainment, and by that time Soren M. Young had joined the company. The two card games were
Blackjack and Solitaire, both quite rare and sought after American Video Entertainment titles among collectors. For those
interested, Soren (S ren) is actually a Danish name.

Odyssey Software went bankrupt late 1995. Art went chapter 11, and then eventually chapter 7. One of tthe last guys
to start working at Odyssey was Jerry Normandin, he had nothing to do with the NES programming as they were history
by the time he joined the company. Art Cestaro had found one of his shareware applications he wrote 1n 1994 and asked
him to add a multimedia engine to a PC game engine George C. Rucker had been working on for some time. Jerry Normandin 
said: "We all had big dreams then. A large company asked us to port the LaserDisk game Mad Dog over to the PC. You may
still see this game in stores. The game was ahead of its time." Odyssey had about 20 employees working there when things
were best, but the end came sooner than expected for them all, maybe mostly Art Cestaro who had to see years of work go
down the drain.

"I think our problem was buying a building that was too large for our budget. You should have seen this place, it was
pretty cool! We had the original LaserDisk games that we were porting downstairs (Yes it was the arcade LaserDisk games.)
Ahh.. as time went on, payments to our company were late so in turn Art went Chapter 11, and then eventually Chapter 7.
Our name never went on the games because we wrote the games for other companies. What really killed us was the companys 
that never paid." Jerry Normandin continued. Lane Waters had another point of view at the bankrupt thing. In 1995 Art had
hired this guy to manage the office and he did a pretty bad job, Lane left and Odyssey went under shortly after.

The NES team had 6 dedicated people, Art Cestaro, George C. Rucker, Soren M. Young, Steve Tilton, Lane Waters, and Mike
Smith. They managed to release a total of 4 NES games. Art and George took care of the programming, and some graphics
conversion, music making and designing, except for Deathbots which was a port of a game by Lane Waters. Lane Waters and
Soren M. Young were responsible for the graphics in Blackjack and Solitaire, Steve Tilton made graphics for Moon Ranger
and Mike Smith took care of music and sounds for all the released NES games. But a few NES projects went unreleased, such
as a pool game called Robert Burns Pool, also known as CueStick. This game was a project done by Art Cestaro and George C.
Rucker, to be released by American Video Entertainment and to be their last NES game, unfortunately they folded just before
the game went into production. Even though Art had problems with getting the game fully working, it was finalized, and Phil
Mikkelson, the American Video Entertainment art director, had just decided on a logo for the box. "It was delayed quite a
bit as Art had problems with the gravity, the balls wouldn't follow the rules. Its complex especially if there's lots of
balls together. George was addicted to games and would play RPGs late into the night delaying that grueling task of making
the balls work.", Lane Waters said in an interview done by another NES site.

Two other games planned were Blackjack and Poker, supposedly to use the same engine as Blackjack and Solitaire. These
games could've been planned for American Video Entertainment's Maxi 30 cartridge which went unreleased as well. Besides
the NES business Odyssey Software made 3 Amiga titles, Deathbots- a berzerk clone and one of the first Odyssey titles,
Byteman, a Pac-Man clone and Jailbreak which was a clone of Breakout. All three titles were later released for the CDTV
under the title Super Games Pak, with better music and sound effects. Odyssey Software was signed to develop games for the 
Atari Jaguar 64 bit system back when it was announced. But the system was ahead of its time and quickly died, its still
unknown what Odyssey had in mind to develop for the Atari Jaguar. Odyssey developed at least one PC game, an American
Laser Games Inc. game called Mad Dog, originally an Arcade laser game. But the company never got any credit for the game,
their name wasn't on the box or even mentioned. When Art Cestaro is doing today is unknown, the last bit of info I've been
able to get was that he left for California in 1999. I'd like to thank Jerry Normandin for contacting me about Odyssey
Software. Sources used to create this article is an interview with Phil Mikkelson (NES WORLD), Lane Waters (The Warp Zone)
and mails from Jerry Normandin.

11. The Story of American Game Carts Inc.

I had a blast making the American Video Entertainment article back in 2010 so why not make another, and to be honest I
actually started collecting information for this one way before the AVE article was finished, but I never really got an-
ything written down, mostly due to lazyness. but here it is, so enjoy! American Video Game Cartridges Inc. was a subsidi-
ary of a larger software oriented holding company based in Chandler, Arizona called ShareData Inc. In 1987 ShareData was
having financial and liquidity problems, so a new president, Michael S. Williams, was hired by an outside investment group
to correct this. By 1989 Share Data had been restructured and their adventures into the videogame business had begun.

Mid 1989 ShareData hired a guy called Richard C. Frick as vice president of product development in their consumer products
division. Frick came from a job at Atari where he worked in a variety of capacities such as videogames, including the Teng-
en subsidiary which had taken up development of unlicensed NES games by this time, business productivity software develop-
ment and third-party replationships. AtShareData he would be responsible for the acquisition and development of new titles
for the division's recreational software line. ShareData released a good deal of Commodore 64 quiz titles such as Classic
Concentration, Family Feud, Jeopardy!, Wheel of Fortune and Wheel of Fortune second edition. They had also been releasing
something they called "Load 'N Go" software for PCs years earlier. In 1989 they released their first non-quiz C64 game
called Avoid The Noid, and yes this guy eventually also got his own NES game as well, though not released by ShareData.

Anyway the idea to make low-budget NES games came into mind and ShareData contacted another company, Color Dreams, who
already had their foot in the doorway to be making NES games using their own, unlicensed cartridge design. ShareData
licensed the NES format from Color Dreams and bought a license to release Exidy games on the NES as well. First game pro-
grammed was Chiller and a small production run was made using Color Dreams cartridge format with a label saying the game
was released by ShareData. I don't think these were actually released though as American Game Cartridges Inc. soon after
was formed and the cartridge design to a much heavier one and the ShareData name removed from the game as well as the cart-
ridge label. Chiller was released with a suggested retail price of $29.95 and soon after 2 other games followed,Death Race,
another Exidy title even though it didn't say so on the box unlike Chiller, and Shockwave. It seems like the two later 
games were released at the same time as both manuals have the exact same offer for a American Game Carts Inc. t-shirt, 
valid through December 1991, but all 3 games were most likely made in 1990 as they are all copyrighted that year. 

As a publicity stunt, which I bet didn't attract that many buyers, a small piece of cardboard was included with the game
and had this written on it: "Be one of the first 100 to makr it to New York and WIN an Official Death Race Car!". All you
had to do was take a picture of yourself standing next to your TV with the Death Race Gauntlet Level "Congratulations Scr-
een" for New York City shown. The contest ended on June 1st 1991 and I'm sure those 100 radio controlled race cars are 
still in a warehouse somehere, mainly because Death Race is one pain in the A** to play and I'm sure no one bothered to 
play long enough to reach the New York part of the game. As if that wasn't enough, you had to have the original receipt of
purchase as well as cut off the top flap of the box and send it in along with the photo. Should you be one of the winners
from this contest, MAIL ME!:)

1n 1991 American Game Carts Inc. finished their last game, Wally Bear and the NO! Gang. Richard Frick had left AGCI in
February 1990 to form American Video Entertainment, a subsidiary, of the rom chip manufucturer Macronix, and ended up
buying the rights to publish Wally Bear from AGCI, who then, about a year later, was put to rest by their mother company,
ShareData. That year the ShareData president left the company, as well as their controller. ShareData Inc. filed for formal
protection under Chapter 11 of the Bankruptcy Code in December 1993. The former president and controller of ShareData form-
ed a new compny, the same month ShareData went belly-up, called Bulldog Investment Company, who today are owned by Aztor
Holdings Inc., which was a company started in May 1995 as an Arizona corporation to own the assets of ShareData Inc. In
December 1995 the court approved ShareData's reorganization plan, and it merged with Aztor. Pretty dry stuff to understand,
but I hope it gives at least a litle meaning, pretty much that ShareData still exists in the shape of Aztor, but no longer
deals with software, but instead is now an investment company.

Anyway, American Game Carts team of NES programmers and artists actually had more games planned, which unfortunately never
saw the light of day, some never even went into development while others were cancelled while being developed, such as the
much discussed Crossbow, which was advertised as the 3rd game to be released by AGCI, before Shockwave, but also mentioned
on a subway train ad in the second level of Wally Bear and the NO! Gang. The following games were planned by AGCI/ShareData
and maybe even mentioned by the press: Cheyenne, another Exidy arcade shooter released back in 1984, prequel to Chiller,
western themed. Supposedly never even went into development.

Crossbow, an Exidy arcade game from 1983 which wrote the following on the original arcade flyer. "Each scene is begun by
the player choosing the colored patch he wishes his party to follow. If the part survives, the player chooses where to go
next by trial and error. Theplayer must learn which colored path leads to which scene's unique element of danger. The
adventure ends when all party members are killed." The game idea is similar to Chiller but takes place in a Robin Hood
themed world. The game was, besides the arcade game, released on PC, Atari 2600, Atari 7800, and Commodore 64 (by Imagi-
neering Inc.). Married... with Children, supposedly, one of the first NES game announcements made by ShareData. The price
of the game was to be under $20 and would be a "adult only" game (Panesian anyone?). Married... With Children would be 
based of the TV comedy and would be similar to Sierra's Leisure Suit Larry series. Something tells me they never even began
working on this game, soon after Chiller was released and you've just read where things lead from here.

Warp Space, an action-simulation of outer space combat. The solitary gamer, a recent graduate of the TerraFleet Academy,
rises through the fleet as he reaps the rewards that go to those who complete the dangerous missions. The wide variety of
weapons and ship types, coupled with the large number of planets awaiting exploration, give Warp Space a high degree of
playabiliy." -VGCE March 1992 (pg 98). Bad Boys B-Ball, could've been one of the later games planned, like Warp Space. No
information is available about this title, but judging from the title it could've been some sort of basketball game. Knock-
out, another totally unknown release, but I'm sure it was meant to be a boxing game.